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Hidden Levels 


| Chapter One 
A Golden Game 


OND IS BACK and better than ever in GoldenEye 007'"! 

A number of video games have attempted to recreate the 

thrills and excitement of some great action movies—and 

most have failed miserably. Now, Rare™ and Nintendo" 

team up to rectify this with their latest offering, 

GoldenEye. Given the history of the two companies' work together 

(the Donkey Kong" series, Blast Corps™), one would expect great 

things. And in combining the raw processing power of the N64" with 

the rich mythos of the James Bond” series, they've indeed created 
another masterpiece. ` 


A GOLDEN GAME 


This 3-D first-person shooter boasts some of the most 
gorgeous graphics ever seen in a video game. The enormous 
levels replicate actual movie sets, accounting for the extreme 
level of detail. As for music, what fan of the series won't appreciate the clas- 
sic Bond theme faithfully presented here, along with top-notch sound effects? 
Nor has gameplay been slighted. In the mission game, you'll guide Bond 
through a variety of complex missions. Multiplayer allows up to four players to 
compete simultaneously in classic Bond scenarios. Bond has access to the usual 
assortment of weapons and handy gadgets, and the game is even compatible 
with the Rumble Pak™! With its multitude of game features, GoldenEye kicks 
off a new era in movie-based game titles. 

But the life of a secret agent is not an easy one. For that reason, this book is 
designed to provide support for your adventures as 007. In the following pages, you'll 
find detailed maps for every level and learn tricks of the spy trade you must know 
to complete each mission successfully. You'll gain useful strategies to maximize your 
effectiveness in multiplayer matchups. Most importantly, you'll find the key that 


unlocks the game's hidden cheat modes. Quite simply, this book offers everything 
you'll need. 


GOLDENEYE 007: UNAUT 


A GOLDEN GAME 


The Story Line 


Once more, the sinister Janus Syndicate holds the world in its evil grip. Only one 
man can stop them—James Bond. This time around, the Janus Syndicate has stolen 
the GoldenEye Key and taken control of the GoldenEye Satellite. When detonated, the 
satellite will release an electromagnetic pulse that disables all electronic equipment 
within the explosion radius. In effect, the syndicate controls a weapon of deadly power. 

You are Bond. Your mission is to prevent the Janus Syndicate from utilizing 
GoldenEye. This won't be easy, for you face a variety of complex, challenging foes and 
assignments in a number of exotic locales. 

But that's why they call upon Bond, right? 
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Chapter Two 
Game Basics 


Basic Controls 


4 


Control Stick Moves your character in any direction. 

A Button: Toggles through the weapons/devices in your characters 
arsenal. 

B Button: Reloads weapons/activates equipment. 

C Buttons/Control Buttons: Looks up/down, sidesteps left/right. 

L & R Buttons: Aim your weapon. 

Z Button: Fires weapons/uses devices. ° 
Start Button: Pauses the game. 

L or R Button + C (Down): Duck. 

L or R Button + C (Left or Right): Lean. 


C Ol ececeececseecsesesessscecsccsevsossescosecosecesosssceessoscesosoo 


GOLDENEYE 007: UNAUTHORIZED GAME SECRETS =K 


GAME BASICS 


General Information 


Before a mission begins, Bond receives a number of important documents to browse 
through. It’s important to read each. They contain information vital to completing a 
mission. Here’s what to expect: 


Background: Provides general information outlining the mission’s present status. 

M Briefing: More specific information about the present mission. Often M suggests 
actions you may attempt in the course of your adventures. 

Q Branch: Outlines the specifics of any special items or gadgets Bond may use dur- 
ing a mission. It’s very important to know how and where to use each item, because 
often you get only one try. 

Moneypenny: It’s not critical to scan these notes, although they do lend moral sup- 
port and often humor to Bond’s life. 

Objectives: This list of mission goals is very important. It sums up everything you 
must achieve to complete your mission successfully. Keep in mind that the higher 
the difficulty level, the more objectives Bond must accomplish. The mission walk- 
throughs in Chapter Three guide you through all objectives for 007 Agent Mode (the 
most difficult). 


General Hints 


Acquiring these basic skills will serve you 
well in the heat of combat. 


Weapons Tactics 


In some games, you can plod through 
levels with little regard for what 
weapon you've equipped. GoldenEye has 

a weapons roster comparable to its intri- 
cate gameplay. Using your “favorite” 
weapon, instead of the “appropriate” weapon 


GAME Basics 


will usually purchase you a body bag. The key to success can be as simple as using 
the right tool for the job—if you're in a wide open area and have a Sniper Rifle, tar- 
get your opponent with the cross hairs (the L button), zoom in (the up ‘C’ button), 
and pick them off from out of their 
range! 

Perhaps the game's most important 
weapons tactic is to use your weapon's 
reticle to target a foe's head. A shot here 
is lethal and drops an enemy quickly, allowing you 
to conserve precious ammo. It's well worth the time 
it takes to practice your marksmanship As you 
progress deeper into the game, the ability to make quick, precise shots 
often means the difference between success and failure. 

For those who can't shoot with pinpoint accuracy, it generally takes 
two shots to the chest region, or five shots to the arms and/or legs, to fin- 
ish off an opponent. You'll also find that some of your opponents wear 
helmets—adjust your aim accordingly. And don't let up, no matter how 
wildly your foe gesticulates, until he drops his weapon. This is the only 
sure sign that he no longer poses a threat. 

When you fire an automatic weapon, holding the Fire button down disperses 
your bullets as rapid fire. However, if your ammo clip runs out, you can't reload until 
you take your finger off the Fire button. In the heat of battle, every second counts, so 
don't be caught short. 

Remember that it's possible to reload a weapon that's not yet empty. Say you're 
in a safe area and have one shot left in your gun. When you run into trouble, you'll 
get only one shot off before you must stop to reload. Refresh your ammo clip every 
time it's safe to do so, however, and you'll enjoy a noticable difference in your gun- 
play. 

Check each door to see if it has a window. Rather than barge through into a mas- 
sacre, stand at the doorway and snipe soldiers through the window. Then prepare to 
defend yourself as the remaining soldiers converge. 
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Double Fisting 


Throughout the game you'll notice certain enemies toting two guns. If you're in the 
mood for some double-barreled action, execute one of these enemies and collect their 
weapons—start looking around when you reach Section Two: The Bunker. Now you 
can deliver double damage! 
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Survival Tactics 


GoldenEye isn't your standard 3-D shooter. You 
can’t rush through the levels blasting away as you 
might in, say, Quake or Duke Nukem, for example. 
Stealth is crucial here, so unless you're in a level with a 
time limit, take your time and make every shot count. 

Avoiding being shot at by multiple people may seem 
obvious, but every time you get hit you'll lose control of your 
character momentarily—and in a firefight, you haven't a moment 
to lose! 

There are no health power-ups in GoldenEye. Every hit you take 
jeqeardizes your ability to complete a level successfully. Exercise 
caution at all times. It really is better to be safe than sorry. 

Using Lean and Duck maneuvers in gun battles 
makes you a more elusive target. Leaning allows you to 
pop out from behind cover to take a clean shot, exposing 
only a portion of your body to danger. Alternatively, you 
move just around the corner, shoot until your clip is running low, and lean back out 
of the line of fire to reload —your opponents don't seem to target your legs very effi- 
ciently. Finally, try shooting from a crouch. You'll offer a much smaller target. 

Another important tactic is the Sidestep. Often, an enemy waits to blast you when 
you walk past a corner. If you walk into this exposed position with your side to the 
open corner, you're likely to get hit as you turn toward the enemy. But if you stop 
walking before the corner, turn toward it, 
and Sidestep out, you'll be ready to fire. 

When taking cover, avoid hiding 
behind destructible objects. If. you're 
nearby when enemy fire destroys them, 
youll take serious damage—and possibly lose 
your life. 

Learn to hide around solid corners when a pack 
of soldiers is after you. Turn and wait for them as they approach. Then, 
as each pops around the corner, give them a head shot or two and wait 
for the next guy. 
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Avoid Overwhelming Odds 


Two things alert the enemy to your presence—spotting you visually and 
the sound of your gunfire. Rely heavily on your Silencer, then, espe- 
cially in close quarters. If your shot makes no noise, you won't 
attract the attention of most nearby guards. And when you're in 
a room with several guards, if they don't hear you, or actually 
turn and spot you, you can be pretty confident that you can 
pick them off one by one, unnoticed. 

Sometimes the best strategy is simply to flee. When 
overwhelmed by enemy soldiers, turn and run for dis- 
tant cover. You may lose some of them and improve your 
odds a bit. 

Don't expect your enemies to just walk into your ambush- 
es, either. Standing around a corner expecting your target to 
walk into your sights may work in a game like Quake, but don't 
count on it here. Opponents will zig-zag, crouch, roll, and duck out 
of harm's way given the opportunity to avoid your waiting sights. Set 
up your ambush, but be prepared for soldiers not to blindly stroll into 
them. 

These crucial survival tactics pay off if you use them enough. 


Miscellaneous Tactics 


As a level begins, carefully watch the intro sequence. Often it provides valuable clues, 
such as enemy or item locations. 

During gameplay, pause the game to view the Watch Screen, which gives the current 
status of all objectives in a given level. Remember, you don't receive partial credit for 
completing only some of a level's objectives, so be thorough. 

In some levels, there are areas where enemy soldiers regenerate indefinitely. In this 
case, concentrate on achieving your objectives and try not to worry about the enemy. Note 
that the level maps provided for Mission Mode highlight areas where "fixed" enemies are 
certain to appear—some of these enemies may actually be patrolling a given area, instead 
of standing in one spot, but they're sure to be close by. 


Chapter Three 
Mission Walkthroug 


Mission One: Arkangelsk 
Section One: The Dam 


Overview 


HE STORY OPENS nine years ago in the Soviet 


Union. A chemical weapons plant in Arkangelsk has 

been supplying terrorist groups around the world with 

its deadly products. To gain access to the facility, Bond 

must make his way through the Byelomorye Dam to 
reach a ventilation shaft that leads inside. 


MISSION WALKTHROUGHS 


Objective C 
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Crate 


Barrel 
Soldier 


Drone Guns 


12 Guns 


MISSION WALKTHROUGHS 


Objectives 


A. Neutralize all alarms 
B. Install Covert Modem 
C. Intercept data backup 
D. Bungee-jump from platform 


Walkthrough 


From the level start position, slowly move to the left wall. Around the corner, you 
encounter an armed guard. Target his head and take him down. When he drops, col- 
lect his KF7 Soviet rifle. Equip it, and you'll find it gives you better targeting range. 

Across the chasm you see a guard tower where a guard patrols either at the base 
or on the upper walkway. Attempt to target and take him out from here, but be pre- 
pared for him to charge should you miss. Either way, hell soon be finished. 

Cross the chasm, and head to the tower. Behind the tower there's another guard. 
From a covered position take him out and prepare for two more guards to charge out 
of the tunnel toward you. Once defeated, each guard drops extra ammo you may use. 

When you've cleared all the guards, climb the tower and collect the Sniper Rifle. 
Equip it and enter the tunnel. Continue along the left wall of the tunnel to the end of the 
yellow-and-black railing. From here, you should be able to pick off the patrolling guard 
at the next guard tower. When he's dropped, quickly continue ahead to the guard tower, 
veering right toward the stairway. 

The next guard you must shoot is across 
the courtyard to your left. From here, climb the 
tower and target the guard behind the crates. If 
you miss, he charges, becoming an easy target. 

Now exit the tower and walk along the right courtyard 
wall to the bunker There should be two—very surprised— 
guards to take out here. 

This clears the section. From here, continue along the right wall 
until you reach the glowing red light. Activate this switch to open the gate and 
allow the truck to pass through. Then follow the truck through both gates, trail- 
ing along the driver's side of the vehicle. 

When the second gate opens, quickly shoot the guard along the left wall, who 
attempts to run and activate an alarm. You save yourself a big headache and lots 
of ammo if you prevent his signaling for reinforcements. Now, move to the right 
wall and shoot the guard at the base of the next guard tower. 
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With these two enemies down, run across the courtyard to 
the metal fence. Along the wall to the right there’s 
another red switch. Shoot the switch below the 
Satellite Dish to disable the first alarm. From here, walk to 
' the right of the alarm and open the metal door around the 
' corner; as you do, prepare to fire at the guard posted here, and 
- then at the guard in the next room. 
- Continue to the back of the building. Walk to the right corner. You 
see a black-and-green computer screen on the wall. Use the Covert 
“Modem to complete Objective B. 

At the far end of the area is a locked gate. Shoot the lock and the gate 
will open, revealing a walkway with three guard towers along the right edge. 
Make sure you've equipped the Sniper Rifle, and, from a comfortable distance, shoot 
the guard in the first tower. Continue to the first tower. From here, take out the guard 
in the second tower. When he falls, move to the second tower, and take out the last 
guard, at the third tower. 

Take the stairway down on the left side of the second tower. At the end of this 
path you enter a substructure. Inside, slowly make your way down the hall to the left 
through the gate. 

The hall is filled with guards hiding behind crates and corners. Take your time 
and use the Sniper Rifle reticle to peer into the distance, taking out enemies before 
they can threaten you. 

Eventually, you reach a door with a red arrow on it. Open the door and enter the 
computer room. Walk to the mainframe in the far-left cor- 
ner and press the Activate button to complete 
Objective C. 

Return down the hallway. Near the end, on 
your right, you find a metal gate bearing the num- 
ber ‘2? Open it, and climb the stairs. You see another 
red alarm you must shoot to destroy. Return back to the 
halls and continue destroying alarms behind gates 3 and 
4. This completes Objective A. 

Open the door to the right of the last alarm to return to the 
walkway along the top of the dam. From here, walk left to reach 
the platform opposite the second guard tower To complete 
Objective D, and the mission, step on the platform and walk for- 
ward to bungee off. 
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Section Two: The Facility 


+ 198099 IWYS) aZIIOHLOVNT :100 AAGNACIOD HE 


- GOLDENEYE 007: UNAUTHORIZED GAME SECRETS KÍ 


MISSION WALKTHROUGHS 


Overview 


Passing through a ventilation shaft, Bond enters the Facility. Inside, he must disable 
the weapon’s storage capabilities with the help of Q's remote mines. He also meets 
up with fellow agent Alex Trevelyan. 


Objectives 


A. Gain entry to lab area 

B. Contact double agent 

C. Rendezvous with 006 

D. Destroy all tanks in bottling room 
E. Minimize scientist casualties 


Walkthrough 


Inside the ventilation shaft, walk down the left corridor until you reach the open- 
ing in the floor. You see the green cap of a soldier in a toilet stall, unaware of your 
presence. Use this opportunity to take him out with a well-placed shot to the head. 


When he's dead, drop down into the bathroom and surprise another enemy. After 
finishing him, duck down and look under the closed stall doors for evidence of 
remaining guards. If you see any feet, shoot them, prompting the enemy to lunge out 
the stall so you can easily put them away. 

Collect all the ammo from the ground and then head down the stairs. Here you 
face more enemies. Take the right passageway, pass through the two sets of double 
doors, and eventually you find another soldier with his back to you. Kill him and 
then search his remains to find a Clearance B Keycard (it gives you access to the 
guard room's brown metal door). 

Continue along this path through the next set of double doors, killing any enemies, 
and soon you return to the bathroom's staircase. You've traveled in a square pattern 
through this section and cleared out some of the level's many foes. 

Open the brown metal door with the "No Trespassing" symbol. Prepare to 
encounter three guards in here. A good strategy is to open the door, take a shot, and 
back away to the left The troops will run out after you, becoming easy 
marks. 

After defeating them, return to the room and touch the com- 
puter terminal to activate the security gate. 


MISSION WALKTHROUGHS 


ü 
p = 
Ir YOU DON'T WANT TO BOTHER WITH THE GUARD'S SECURITY TERMINALS, А SCIENTIST WITH 
AN А KEYCARD WILL RUN UP TO THE BATHROOM AND INTO THE FIRST RIGHT-HAND STALL 


ABOUT THE TIME YOU'VE CLEARED OUT ALL THE GUARDS AND GAINED ACCESS TO THE FIRST 
SECURITY TERMINAL. WHEN HE SHOWS UP, THE ACCESS CARD IS YOURS. 


Exit, walk left, and take the first left turn. This leads to another brown metal door- 
way. Continue through, and clear out all enemies in the locker room to the left. When 
the room seems secure, position yourself among the lockers: You'll need to pick off 
the guards who rush in. 

After dispatching a few waves of guards, walk to the next brown metal door, just 
ahead. This leads to a corridor with more brown doors. Enter at each door and talk 
to the scientists until you meet Dr. Doak, who gives you a Door Decoder to open the 
Bottling Room, completing Objective B. 

However, Dr. Doak (the double agent) is randomly located throughout this level. 
You'll receive a formal introduction when you find him. It's entirely possible none of 
these scientists will be him. If that's the case, return to the central corridor and con- 
tinue to the next section of the Facility. 

The path here springs in three directions. Quickly move to the left path. Prepare 
to face a flood of guards from the center path leading to the next computer room. 
When you defeat all the guards here, enter the computer room and touch both ter- 
minals. This allows you to open each of the brown metal doors down the other two 
paths (if you don’t already have the A keycard). 

If you didn't find Dr. Doak earlier, walk down the right pathway and speak with 
the scientists in the room behind the brown metal door. 

If you did find Dr. Doak, or have cleared the room on the right path without find- 
ing him, venture to the left path's metal brown door. Enter to complete Objective A, 
but watch for the guard to your right. After defeating him, walk to the back of the 
room behind the crates, where you discover two more guards. Clear them out and 
position yourself to shoot the flood of enemies who stream back here to find you. 

After dispatching them, grab the leftover ammo and climb the stairs. At the top, 
continue down the hall to the left. You encounter more guards, but soon you reach a 
series of offices containing more scientists. Talk to all of them if you haven't found 
Doak yet. 

Continue down the hall. Two guards here have their backs to you. Put them out 
of their misery, and then approach the black metal door. This locked door leads to 
the Bottling Room, so use the Door Decoder to gain access. Inside the Bottling Room, 
Alex Trevelyan (Agent 006) will find you to complete Objective C. 

When he finishes talking to you, head to the storage tanks along the room's lower 
portion. There are 10 tanks, in two rows of five. Walk to the left of center between 
the two rows and place each of the five mines on a tank, so it faces the tank in the 
opposite row. This allows you to destroy all 10 tanks. After setting all the mines, head 
quickly to the door outlined in yellow and gray to exit the Facility. 
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Section Three: The Runway 


Objective 
D 


Objective 
t 


MISSION WALKTHROUGHS 


Overview 


After completing all objectives in the Facility, there remains the task of escaping. To 
do this, Bond must clear the Runway and commandeer the Plane to get away. 


Objectives 


A. Find plane ignition key 

B. Destroy the heavy gun emplacements 
C. Eliminate missile battery 

D. Escape in plane 


Walkthrough 


From the level start position, walk straight ahead and enter the first doorway on the 
right. To your right, you see a guard. Quickly shoot him and collect the Timed Mines 
he drops. 

Return to the level start position and exit the building through the opening to the 
loading ramp on the left. Just outside, be ready to shoot a guard posted to your right. 
From here, you see a small building and a green box along the metal fence. Open the 
box to find some Hand Grenades. Inside the small building, slowly turn the right cor- 
ner and gun down the two soldiers behind the table. On the table you find the Plane 
Ignition Key and complete Objective A. 

Exit the small building and walk east to the opposite side of the original build- 
ing. Here you find a Tank. Hop in and head down the Runway. 

This is a difficult area, and you'll surely take some damage. The key is to make 
your shots count and not waste time. If a soldier gets in your way, simply run him 
over! 

To complete objectives B and C, switch Bond's weapons to control the Tank's tur- 
ret. For Objective B, you must disable the three enemy turrets. The first is along the 
left wall, just past the structures lining the wall. 

Before concentrating on turrets two and three, turn the Tank's guns toward the right 
wall and fire at the Missile Battery atop the square building to the right of the Plane. 
Because it hasn't fired at you yet, you may consider it no threat. It would be a deadly 
mistake to take off in the plane with the Missile Battery intact, however. 

The remaining turrets lie in the distance beyond the Plane. To target them, drive 
the Tank as far as the Plane and shoot toward the angled sections of each mountain 
wall where you can see large flashes of gunfire. There's one turret on each side. 

After destroying these, exit the Tank, head to the Plane, and enter the red door on 
the left. Having destroyed all threats, James escapes this former deathtrap easily. 
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Mission Two: Severnaya 


Section One: The Surface 


Objective 
B 


Objective 
A 


MISSION WALKTHROUGHS 


Overview 


Bond's second mission takes place five years later. He's assigned to infiltrate a top-secret 
space weapons complex. To enter the Bunker, James must negotiate the snow-covered 
Surface and find the Ventilation Tower. 


Objectives 
A. Power down Communications Dish 
B. Obtain the Safe Key 


C. Steal building plans 
D. Enter base via Ventilation Tower 


Walkthrough 


ОЙЛУМ :100 axgvadio) ex 


Bond begins this level in a snowy forest 
of Severnaya. Enemy troops roam the 
grounds, so stay alert First, travel straight 
down the main path past the lookout towers. Off the 
path to the sides, notice a number of storage buildings. 
The first, on the left, is locked. The second, on the right, 
has grenade launcher rounds. The third, on the right, is just beyond the 
observation tower—defeat the guard there and collect the Large Key he 
drops. Look for the Grenade Launcher in the back of the room. 

From here, retrace your steps and head to the first storage building on 
the left side of the path (now on your right), which you passed initially. 
Here you find a table with a computer and a Safe Key. Grab the Safe Key 
to complete Objective B. 

Back on the main path, turn again and go straight. Soon you see the large 
Communications Dish Tower in the distance. Before, approaching the Dish, veer left 
and head to the small fenced building. Inside you find the safe. Open the safe with 
the Safe Key to obtain the Building Plans, completing Objective C. 

From here, walk back to the Communications Dish. Enter the double green doors 
along the base of this structure and climb the stairs. At the top, you find the com- 
puter terminal. Press the Activate button to power down the Dish. 

Exit the structure and head left to find the Ventilation Tower, a circular structure 
that allows entry into the Bunker. Unfortunately, a locked iron grid bars the opening. 
Shoot the four locks along the edges to open the entrance and jump in to complete 
the section. 


71 
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MISSION WALKTHROUGHS 


Section Two: The Bunker 


Overview 


James enters the Bunker to get more information about the secret GoldenEye project. 
Inside, he must steal computer data and relay it to England. 


Objectives 


A. Disrupt all surveillance equipment 

B. Copy GoldenEye Key and leave original 
C. Get personnel to turn on computer 

D. Download data from the computer 

E. Photograph Main Video Screen 


Walkthrough 


Inside the Bunker, walk straight through the first door with the yellow arrow, pre- 
pared to face the two soldiers inside. Don't let them reach the alarm! 
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Tip - 
IF YOU'RE HAVING A HARD TIME KILLING THESE GUARDS, SHOOT THE COM- 
PUTER UNTIL IT EXPLODES. 


Before opening this door, stand along the left edge. When you open it, don't walk 
out. Down the right hall, you see the first of four security cameras and some guards. 
First take out the camera, and then nail the guards (one is patrolling). If you ignore the 
cameras, the alarm will sound and you will face an unlimited number of enemies. 

After defeating them, enter the hallway and keep an eye out for the Security 
Keycard the patrolling guard will drop. Now continue to the right, down the stairs. 
Here, you encounter another guard. Head back upstairs to the hallway and target your 
gun toward the end. A guard patrols the perpendicular hallway. Continue to the end 
of the hallway and collect the Computer Room Keycard he drops. 

From here, walk left down the new hallway and stop at each of the two rooms to 
your left and straight ahead. Quickly take out the security camera high on the right 
wall of each room. (Beware of three guards at the far end of the second room.) 
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Back in the hallway, open the remaining double doors. This is a computer room filled 
with guards, so clear the room. You can't do anything here yet, so exit the room and head 
down the stairs at the other end of the hall, to the Bunkers main section, where more 
guards roam. Using the wall near the stairs for cover, take out as many as you can before 
entering this area. 

When it feels safe, proceed, ready for uninvited guests. Across the room, you see 
a glass window behind another staircase. Shoot through the glass at the camera in 
the upper-right section of the wall. Keep an eye out for the programmer in this room. 

Now, turn right and look beyond the staircase to see another armed guard. He 
probably won't be alert yet, so carefully target his head and drop him. This will cause 
two more enemies to enter the room from that area, so be ready. 

After defeating them, use the Camera in Bond's inventory to take a picture of the 
room's Main Video Screen to achieve Objective E. Grab the GoldenEye Key from the table 
and use the Key Analyzer in Bond's inventory to copy it. Then return the original key to 
the table to complete Objective B. 

Find Boris Grishenko (the programmer). Force him to lead you back to the mainframe 
in the Computer Room to complete Objective C. 


Tip > 
BORIS WILL LEAVE IF GIVEN А CHANCE—MAKE SURE НЕ DOESNT. IF HE'S 
KILLED OR LEAVES THE COMPLEX, YOU CAN'T WIN THE MISSION. 


Use the DataThief on the mainframe to begin the information download and finish 
all objectives. Be ready when Boris accesses the computer, the alarm will sound. 

The mission's not over yet, however. Now you face some 
elite troops as you carefully make your way back to the | 
Bunkers main room and enter the double doors to the 
left of the shattered window. Follow this passage 
to the end. Many enemy guards come out of 
this area, so take your time. Don't rush 
foolishly to your death. The exit door to 
the Surface lies at the top of the stairs / 
at the end of the passage. Open the 
door and you've made it to freedom. 


MISSION WALKTHROUGHS 


Mission Three: Kirghizstan 
Section One: The Launch Silo 
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Overview 


Two years later, Bond is assigned to infiltrate the Launch Silo, learn what's being sent 
into orbit, and destroy the structure. 


Objectives 


A. Plant bombs in fuel rooms 
B. Photograph satellite 

C. Obtain telemetric data 

D. Retrieve satellite circuitry 

E. Minimize scientific casualties 


Walkthrough 


You begin inside a Launch Silo. Notice the timer: You must complete this mission 
quickly. 

Open the door and blast the two guards down the hallway. Travel down the hall- 
way. At the left turn, prepare for the next two guards. After gunning them down, trav- 
el to the fuel room and find one more guard. (Take care not to shoot the scientist here, 
though. Keeping them alive is one of your objectives.) 

After taking the guard down, use some Plastique from Bond's inventory to set the 
charge near the triangular yellow symbol on the wall. Walk to the scientist at the ter- 
minal to acquire a Keycard. With this in hand, proceed to the silver table in the cor- 
ner You find the first two Circuit Boards, 
which look like green cards. To exit the 
room, take the stairs up and open the door. 

You enter another guarded hallway. Shoot 
the guard, walk to the end of the hall, and turn 
right. This leads to another silo. Stay on the walkway, 
and head to the right to the next door, which opens to 
another guard-filled hall. 

After exiting the hallway, you find another fuel room with 
guards and a scientist. As before, defeat the guards and speak with the sci- 
entist. He gives you the next Keycard. Don't forget to use the Plastique and 
grab the third Circuit Board on a computer terminal. Again, exit up the stairs. 
In the next hallway, continue through and take the right passage to reach the 
next fuel room. Again, defeat any enemies along the way, set the Plastique, and 
collect the fourth and final Circuit Board on a computer terminal to complete 
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Objective D. Speak with the first scientist. 
This time you gain a DAT, allowing you 
to complete Objective C. In the far cor- 
ner, talk to another scientist to get the 
next Keycard. Then climb the stairs 

to the next area. 

Again, continue down the 
hallway, and take the right- 

hand passage. The guards in this 
hall are well-hidden behind boxes, 
so be cautious as you make your way 
through. 

At the end of the hallway, enter the 
room and set the Plastique to complete 
Objective A. 

To complete all objectives, use Bond's Camera to 
photograph the blue Satellite in the center of the room. 
After securing the final Keycard from the scientist, proceed 
up the stairs. Open the door to engage General Ourumov and company. You won't be 
able to kill him, but Ourumov will flee the first time he needs to reload (sometimes 
he even drops his briefcase). You're certainly 
low on time, so quickly head down the 
left passage to the elevator, watch for 
guards, and complete your mission. 
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Mission Four: Monte Carlo 


Section One: The Frigate 


Objective В 


MISSION WALKTHROUGHS 


Overview 


Bond's fourth mission takes place in the present. A terrorist faction has seized con- 
trol of a French Frigate carrying a top-secret helicopter. Onboard, James must stop the 
terrorists by freeing the hostages and defusing their two bombs. 


Objectives 


A. Rescue hostages 

B. Disarm bridge bomb 

C. Disarm engine room bomb 

D. Plant tracking bug on helicopter 


Walkthrough 


From your speedboat, board the Frigate and head down the left side. When you reach 
the two staircases, take the left one and enter the interior of boat. Take out the guard 
here and continue straight ahead. 

Back outside, on the end of the boat, you find the Pirate 
helicopter. To complete Objective D, use the Tracker Bug 
here. 

Return to the interior of the boat and open 
the first door on your left. Here you find 
your first hostage situation. Be ready to 
quickly shoot the two soldiers flank- 
ing the hostage in green. If you react 
too slowly they execute the 
hostage—but take care not to shoot 
him yourself! 

Turn right and take out 
the enemies streaming in 
from next door. If you run to the 
far side of the current room, you'll 
have a better angle to shoot from. 
Defeating them helps free another 
hostage. 
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Enter the room to your right, and then exit the door to your left. In this hallway 
you see two more guards. Take them out, and then descend the stairs to the next deck. 
There are many more enemies on this level, so take your time and make every 
shot count. Soon you come to another set of stairs, leading down. At the bottom, fol- 
low the pathway to the first closed door. As you 
EEE, open it, you see another hostage held at gun- 
7 point. Quickly aim to the left side of the room 
| Ill | and take out the two terrorists before they can 
( : react. Continue along the pathway to another 
: Oa room, where you get the jump on a terrorist with his 

| back to you. This frees yet another hostage. 

Just ahead on the path is the Engine Room. Take out the 
guards outside and then enter the room. Walk straight ahead to the 
. computer terminal to find the bomb. Use Bond's Bomb Defuser to complete 

Objective C. 

Facing the computer terminal, duck and peer to your left to see another ter- 
rorist in the distance. Shoot him in the head to free yet another hostage. Finally, 
return to the main deck, and then to the set of two staircases along the left side of 
» the boat. 

This time take the right staircase to enter the Bridge, which holds the final 
hostage situation. Shoot the guards. 
If you managed to save five of six hostages, you successfully completed Objective A. 
Walk to the center of the computer terminal along the windows to disable the last 
bomb. Return to the speedboat to complete the mission. 
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Mission Five: Severnaya 
Section One: The Surface 
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Overview 


Bond returns to the Siberian wilderness to gain entry to the Bunker again. But this 
time around, he faces more enemies and tougher security measures. 


Objectives 


A. Disrupt all surveillance equipment 

B. Break communications link to bunker 
C. Disable Spetznatz support aircraft 

D. Gain entry to Bunker 


Walkthrough 


Back in Severnaya, you begin the mission where you began Mission Two. To start, 
walk left and continue forward along the left edge of the map, with the forest to your 
side. This will keep you out of sight of many of the guards, although you may run 
across a few on the outskirts. 

Soon, you reach the fenced structure that held the safe earlier. Along the left wall 
of the building to the right is the first security camera to disable. 

Continue past the structure along the right, veering to the right as the path winds. 

There's another small building with a camera along the left side. Taking it 

out removes the second of the four cameras. 
Walk back out along the path, past the Communications Dish Tower, 
to the storage room (where you found the Large Key in Mission 
Two). It lies just beyond an empty guard tower. 

Outside the building, disable the third camera. 
Enter the building and shoot the guard inside. If you 
pick up the dropped inventory youll find the 
Comms Key. 

More guards attempt to enter the building at this 
point, so angle yourself carefully and pick them 
off as they approach. 
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With the Key in hand, enter the Communications Dish Tower. After climbing two 
flights of stairs, look ahead to where the walls meet to find the final surveillance camera. 
Destroying it completes Objective A. 

Enter the door at the top of the stairs. You'll find communications equipment on 
the opposite side of the room. Simply blast away 
with your gun to disable it (and complete 
Objective B). 

Exit the Tower, head left to an airfield with 
the Spetznatz helicopter, and fire the magnetic 
explosive. Quickly get clear of the area or you'll be caught 
in the blast. This completes Objective C. 

Finally, return to the blast site, and go through the door to the 
Bunker to complete the section. Bond is captured, but it's all part of the mission. 
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Section Two: The Bunker 


Objective D 


Objective C 


MISSION WALKTHROUGHS 


Overview 


Imprisoned within the Bunker, James must escape his cell, and then proceed 
to find the Staff/Casualty lists to identify survivors. 


Objectives 


A. Compare Staff/Casualty lists 

B. Recover CCTV Tape 

C. Disable all security cameras 

D. Recover GoldenEye operations manual 
E. Escape with Natalya 


Walkthrough 


James begins this level in a prison cell, without weapons or gadgets, save one—the 
Watch Magnet. There's also a female prisoner in the next cell, but you needn't deal 
with her until the end of the level. 

To begin, move as close to the front of the cell as possible, and line up facing the 
cabinet on the opposite wall. Use the Watch Magnet’s attraction properties to collect 
the Cell Key by targeting the cabinet. This allows Bond to open his cell door. 
Unfortunately, with no weapons, he must strike quickly with his hands to take down 
the sentry guarding the cell. After taking the guard out, collect the KF7 Rifle and the 
Throwing Knife. 

From here, turn left and walk down the hallway. At the end, open the door to the 
left and shoot the two soldiers inside. (Note the location of this room. When you find 
the Safe Key, later in the level, you must return here to open the Safe.) 

Your gunshots will have attracted attention, so exit the room, turn right, and take 
the next right down another hallway. At the end, you'll see a small set of stairs lead- 
ing up along the left side. Angle yourself to the left of these stairs and simply pick 
off the enemies as they charge down toward you. There'll be lots of troops here, so 
dont let up until hostile activities cease. 

Climb the stairs and collect as much ammo as you can. You should also find a 
Keycard. Turn right, and you'll see a set of double doors to the right. Open them and 
clear out the enemies. Then collect the Document on the table. This is the Staff List. 

Exit the room and walk back to the top of the stairs. Turn right, continue straight 
ahead, and at the right turn of the hallway look up. You'll find the first security cam- 
era to disable. Proceed down the hallway. When you see the red lighting, you'll find 
two more cameras. Disable them, as well. Continue forward slightly to where the 
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winding section of hallway straightens out, and then target the upper-left area of the 
deepest section ahead to take out security camera four from a distance. 

After hitting the target, walk forward to the first set of double doors on your right. 
Open the doors and shoot to the upper right to nail the fifth security camera. Inside 
the room, turn left and open the door to the cylindrical structure. Enter it, look up, 
and shoot the sixth camera. 

Now, cross the walkway and prepare to shoot another soldier in the next room. 
When he's defeated, collect the Video Tape on the table to complete Objective B. 

Return to the room with the cylindrical structure and then exit into the long hall- 
way. From here, cross the hall and walk to the right to the next set of double doors. 
Pass through these doors and stand outside another set of doors looking into the glass 
window. You'll see a guard across the room. You can target him for a kill through the 
window. 

After this, shift your gaze to the left wall of this room and shoot the seventh secu- 
rity camera. With these threats disabled, enter the room and collect the Safe Key at 
the corpse of the fallen soldier. 

Exit the room, and continue left down the hallway to the second set of stairs lead- 
ing down. Slowly edge down and shoot the guards posted at the bottom. (There will 
be approximately five.) When it's safe, descend the remaining stairs and turn left to 
shoot the eighth camera at the end of the hall. This may attract more enemies, so be 
ready. You should find another Keycard here, as well. 

Proceed down the right-hand path to the large storage room. Clear out the guards 
and search the remnants in the right corner to find a Clipboard containing the 
Casualty List. This finishes Objective A. 

Back upstairs, head to the Main Monitor Room. This should 
look familiar from your first adventure in the Bunker. Again, there 
£ ате a few more soldiers here, as well as the final security camera 
on the far side of the room. You can see it behind the glass plate 
above the top of the staircase. Take it out to complete Objective C. 
Return to the room with the Safe near the start of the level and open 
it to find the Red Dossier. This completes Objective D. 
, Finally, return to the prison cells and open the door for the female pris- 
oner. The door will close on its own after a few seconds, so make sure she exits 
the cell by carefully luring her out. Return to the Main Monitor Room, and wait 
for Natalya to meet you there. When she does, she'll check the computer consoles 


and find that Ourumov has activated GoldenEye, and that it's set to attack Severnaya. 


This begins a countdown. 
Head to the doorway on the left and exit the complex quickly. Wait at the top of 
the stairs and let Natalya exit first to complete Objective E. 
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Mission Six: St. Petersburg 
Section One: The Statue Park 


Objective B 


Objective A 
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Overview 


With the bugging device on the Pirate helicopter destroyed and Natalya missing, 
James must venture to St. Petersburg to rendezvous with an ex—KGB agent who 
claims to have information regarding Janus. 


Objectives 


A. Contact Valentin 

B. Confront and unmask “Janus” 
C. Locate helicopter 

D. Rescue Natalya 

E. Find Flight Recorder 


Walkthrough 


“Statue Park” is another outdoor level with a fairly straightforward path. Your best 
strategy here is to move quickly through the Park and use the statues for cover when 
you encounter enemy troops. There are a lot of them here, but not an overwhelming 
number. 

From the level start position, head straight along the path, passing the various 
statues, to a large, rectangular crate with an opening. Enter the opening to find 
Valentin waiting for you. He tells you where to meet Janus—Lenin’s Statue and then 
leaves, completing Objective A. 

Exit the crate and continue left, progressing deeper into the unexplored region of 
the Park. Eventually you reach Lenin’s Statue, at the end of the map. At this point, 
Janus and his men appear. Bond is shocked to discover “Janus” is his old friend, Alec 
Trevelyan. When Trevelyan leaves, completing Objective B, take cover behind Lenin’s 
Statue and take down his men. 

You now have three minutes to return to the Park’s gates and rescue Natalya. This 
is plenty of time, so head back to the level start position. When you reach the 
Pirate helicopter you'll complete Objective C. However, when you move in to 
== rescue Natalya, you trigger a proximity mine, so lead Natalya to cover 
behind a statue within 15 seconds. If you succeed, Objective D will be fin- 
ished. 
Return to the first group of statues in the Park to find the Flight Recorder, which 
looks like a small orange box. This in hand, you've completed your final objective, 
so return to the Park gates to finish the level. Unfortunately, Mishkin and his troops 
wait to return Bond and Natalya to military headquarters for questioning. 
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Section Two: The Military Archives 


Objective A 


Objective C 
Objective D 


Main Floor 


Basement 
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Overview 


Framed by Ourumov, Bond must find Natalya and escape from the Military Archives 
before Mishkin can carry out the sentence of execution. 


Objectives 


A. Escape from interrogation room 
B. Find Natalya 

C. Recover helicopter black box 
D. Escape with Natalya 


Walkthrough 


Bond begins this level being questioned about the GoldenEye theft, but his inter- 
rogators disbelieve him. Quickly attack the two men with your bare hands to knock 
them out. When they're down, you'll find a Room Key and some firearms. Then exit 
the room to complete Objective A. 

In the hall, youll see another guard. Move quickly to take him down, and then 
enter the room across the hall from the Interrogation Room. Disable the guard here, 
walk to the back of the room, and climb the stairs. They lead to a hallway that 

branches in three directions. Take the left path 
and pass through the door to reach a walk- 
way with more guards. After clearing the 
walkway, turn left and enter the door to the 
library. You face more guards here. 
After clearing them, walk to the wall opposite the 
room entrance and open the central door to find Natalya 
(and complete Objective B). The gunfire frightens her, how- 
ever, and she runs off. Don't worry at this point, though. 

Exit the room, turn right, and enter the angled door. In the back of this 
room you find stairs to the basement. Descend them and pass through the 
angled door in the far-right corner. 

From here, turn right, walk to the next hallway, and turn left. Continue down 
’ this hall, open the next door, and you'll find yourself in a section of the library 
à with three large glass windows and another, smaller, doorway. Note the location 
of this room. You must return here after finding Natalya. 
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Pass through the small doorway. At the end of 
this hallway you find the room with Mishkin. He 
admits his error in judgment and give you the 
Safe Key you'll use to open the Safe and retrieve 
the helicopters black box, completing 
Objective C. 

Now, find Natalya. She could be just 
about anywhere, so search the level until she 
appears. When you find her return to the 
room with the three windows. After Natalya 
gets there, shoot out a window and walk out to 
complete the final objective. 
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Section Three: The Streets 


Objective C 


Objective В 
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Overview 


Outside the Military Archives, Ourumov has kidnapped Natalya. To save her, Bond 
must commandeer a nearby tank and give chase. 


Objectives 


A. Contact Valentin 
B. Pursue Ourumov and Natalya 
C. Minimize civilian casualties 


Walkthrough 


As in the "Runway" scenario, James must find a Tank and use it to complete his objec- 
tives. This time, however, you have a three-minute time limit. 

To begin, walk straight down the alleyway and turn left. Just beyond the gate 
you'll see a few soldiers. Take them down; then proceed forward to find the Tank. 
Climb in the Tank and drive straight ahead. 

When you come to the cross street, veer left and head toward the car in the cor- 
ner. Dont hit it or the resulting explosion will damage the Tank. Exit the Tank and 
quickly walk down the alleyway, picking off enemies who get in your way. When you 
reach the building with the red wallpaper interior, enter and speak with Valentin to 
complete Objective A. And because he offers to help slow down Ourumov and Janus, 
you gain five extra minutes to complete the level. 

Return to the tank and head back to the right, to the 
main street. Make your way down this street. It's very 
important to avoid hitting the civilians roaming the 
streets, and the cars they leave behind. If a car obstructs 
your path, simply shoot it with the tank's guns. As for the 
citizens, do your best to stay clear. If you hit 10, you fail the 
mission. It's perfectly all right to mow down a soldier firing at 
you, though, so be sure to recognize the difference. 

At three points on the main street you must decide whether to 
go left or right. In each case, go left. If you reach the level exit within 
the specified time, you'll successfully complete the level. 
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The Depot 


Section Four 
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Overview 


Operatives report Trevelyan is using 
Blueprints of the Pirate Stealth Copter to 
improve on the design and create a more 
powerful version. Bond must go deep into Janus's 
weapons and staging base to recover the Blueprints and 
board Trevelyan's train. Along the way, he'll help eliminate 
the Janus threat by destroying his arsenal and mainframes. 


Objectives 


A. Destroy the Illegal Arms Cache 

B. Destroy the Computer Network 
C. Obtain the Safe Key 

D. Recover the Helicopter Blueprints 
E. Locate Trevelyan's Train 


Walkthrough 


From the start of the level, head forward and turn right the first chance you get. On 
the left side, you'll notice a brownish boxcar. Walk past it; then turn left and elimi- 
nate the guard concealed there. Grab his D5K Deutsche, then turn and continue into 
the open lot. 

Turn left to see a chain-link gate. Run over to it, taking care to dodge enemy fire 
from behind. Open the gate, head forward, and then turn right after passing the sec- 
ond boxcar. Travel down to the second warehouse entrance. Open the door and head 
on in. 

Facing the boxes stacked in front of you, head right and take out the three soldiers in 
the room. Run through and collect all the ammo you can, including—especially—the 
Rocket Launcher and rockets. Now shoot the brown crates on the floor. Shoot the first 
one and watch it explode. The first box's explosion will probably take out several others, 
causing a chain reaction. If any remain when this is done, go ahead and take them out 
to finish the objective. 

Return to the doorway. Open the door, and then run for cover: Four or five sol- 
diers have a bead on you when the door opens. Take out as many of them as it takes 
to clear a path left. (Some of these soldiers regenerate, so don't hang around trying to 
clear out the whole level) 
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When the coast is clear, head left and travel straight until you 
reach a dead end, with another warehouse entrance on the right. 
Take care of your remaining followers; then turn and head 
to the door Open it and take out the two or three 
guards who attack when you do. 

Now head left very slowly. As you round the cor- 
ner, a Drone Gun hanging in the upper-right 
portion of the ceiling will surely nail you. Wait 
for it to fire at you. When it does, walk out 
and target it with the Rocker Launcher you 
grabbed earlier. Now turn and destroy 
the view screen and mainframes 
behind you near the crates. You'll find the 
Safe Key on the desk near the view screen. 
Return to the doorway and head back out. 

As you dodge enemy fire, return to the lot 
in front of where you destroyed the arms cache. 
Then turn left and head toward the back of the 
depot to a building with a normal door on its left side. 
Enter the building and head up the stairs to the safe. Use 
the key and get into the safe to find the missing Blueprints. 

Now turn and head out the upstairs door and into the empty 
warehouse attached to the building. Exit the warehouse through one of 
the doors to find Trevelyan’s Train. The door is marked 
with the familiar Russian star insignia. Open it 
and charge in. There are two guards in there, but 
if you run in before they can fire, you'll exit the 
level. 
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The Train 


Section Five 
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Overview 


Trevelyan holds Natalya captive on the Stealth Train. Bond must make his way to the 
lead car and rescue her. (This train is Trevelyan's mobile headquarters. It would great- 
ly hurt him if it were inoperable) Along the way, Bond must disable the braking sys- 
tems in each car, causing the emergency braking system to kick in. This allows him 
to get off the train once Natalya is safe. 


Objectives 


A. Destroy the Brake Units 
B. Rescue Natalya 

C. Locate Janus's secret base 
D. Crack Boris's Password 
Е. Escape to safety 


Walkthrough 


You begin on the train in the last car. As if Trevelyan were expecting you, the cars are 
lined with some of his best soldiers. From the start, turn left and step right of the first 
stack of crates. Take out the two visible soldiers hiding behind crates. 

Now scrape the right wall and walk up to the first crate on the right. In the crack 
of space between the crate and wall, you should be able to take out the 
‚ third soldier, sidestep left, and take out the fourth. 

Walk to the door of the car. Below and to the right of it you'll 
see the first of the Brake Units. Take it out, turn toward the door 
and pause for a second. Occasionally, a guard or two will run into this 
car and try and take you out. Naturally, you must kill them as they enter. 
If they don't come, open the door to the next car and then duck back into 
the first for cover, as four soldiers lie in wait. Using the doorway for cover, 
take the four of them out, and then head into the car. 

Proceed to the stacked steel crates and duck. To the right you may find a sol- 
dier waiting. If so, take him out. In the crack between the bottoms of the two steel 
crates and the wall, you may see another soldier who can't see you. Take him out, 
and then back up a bit. Stand. Using the steel crates for cover, take out the remain- 
ing visible soldiers. Circle around the crates and finish any survivors off. Then head 
for the door. 


MISSION WALKTHROUGHS 


Take out the Brake Unit. Then wait and watch for guards who'll dash into the room. 
Take them out and proceed into the next car. This car is set up more like a normal 
passenger. A series of rooms line the car 

on the left, with the hall on the right. 
Take out the guards in the hall and 
watch for a guard to pop out the first 
door as you're shooting. 

At the end of the car, you'll find the 
Brake Unit. Destroy it from a distance and wait for 
the usual set of guards to run in. Blast them and head 
into the car. This car is a mirror image of the previous 
one. The Brake Unit is below and left as you enter this car. Take it out, 
as well as the soldiers in the hall. Two soldiers wait behind the third 
door down the hall. As you draw close to it, the door will open. Take out 
the guards, proceed down the hall, and take out the two guards at the end. 

In the next car, you may encounter an armored soldier. Take him out 
and head into the car. Open the door and prepare to take out two or more 
armored soldiers. With them out of the way, proceed into the cars last 
room, taking out the armored soldiers hiding in the narrow passage between cars. 

At the exit to the last room, prepare to turn and kill a soldier who enters from the 
rear. After he's dead, continue to the end of the car and take out the Brake Unit. In 
the next car, you'll encounter one soldier. Take him out and destroy the final Brake 
Unit at your feet to the right. 

Next, turn and look down the hall, as two armored soldiers will run in and attack. 
Take them out and grab the door key from them. Head through the car and into the 
train's command center. As soon as you enter, target Ouromov's head and blast him 
quickly. If you take too long, he'll kill Natalya. When you kill Ouromov, Trevelyan 
flees and locks you and Natalya in the car with a bomb. Switch to your watch laser 
and head to the corner right of the entrance to this room. A metal plate in the floor 
is held up with metal straps. Using the laser, take out all pieces of metal on the plate. 

Now wait at the exit until the timer reaches 5 seconds or so. When the text 
appears explaining that Natalya has the password, jump down and head immedi- 
ately left. Head into the pack of three soldiers, even if you take a hit. You must get 
Natalya to follow you from the train, or she'll die in the explosion. Once she's out of 
the way, take out the three soldiers. Then proceed to the area in front of the train to 
exit the level. 


$19409 V?) 


49 


++ GOLDENEYE 007: UNAUTHORIZED GAME SECRETS =K 


50 


MISSION WALKTHROUGIIS 


Mission Seven: Cuba 
Section One: The Jungle 


Objective В 


Objective A 


Objective A 


Objective A 


Objective D 


MISSION WALKTHROUGHS 


Overview 


With Natalya by his side, Bond must head into 
Cuba to locate Janus's headquarters and staging grounds. 
Xenia Onatopp has other plans, though, and when his 
plane crashes, she awaits Bond in the jungle. 


Objectives 


A. Destroy the Drone Guns 

B. Eliminate Xenia 

C. Blow up the ammo dump 

D. Escort Natalya to Janus's base 


Walkthrough 


You begin just outside your wrecked plane. For this mission, Natalya has been fitted 
with a gun and some training, and will actually help you out as you progress through 
the game. Although the introduction depicts her as somewhat useless, you'll find she 
takes out most of the soldiers, often before you've reached them. 

When you begin, head down the path in the jungle and, using trees for cover, 
take out the somewhat camouflaged soldiers in the way. Once they're down, walk 
over and pick up the ever-so-handy AR33 Assault 
Rifle. Be sure to collect any ammo that soldiers drop, 
as this weapon will be important, especially later in 
the level. 

As you draw closer to the first turn in the path, step 
lightly. The Drone Gun will open fire. Quickly home in on it 
and take it out. Its very powerful and does serious damage. After 
taking the gun and surrounding soldiers out, turn right, and con- 
tinue along the path, again using trees for cover from troops along 
the way. 

Again, move slowly and lightly as you approach the location of the 
Drone Gun, just before the turn left. Take out the gun and the soldiers, 
keeping an eye on Natalya. 

Once the gun is out of the way, turn left and go forward until you see 
a tower in the distance. Just below and in front of that tower is 
the next Drone Gun you must destroy. With it are three more 
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soldiers. Using the trees for cover, take out the gun and 
soldiers before turning and heading toward the rope 
bridge. Once you get there, turn right and head for 
the bridge. When you cross the bridge, you face 
Xenia Onatopp. Toting a powerful Grenade 
Launcher and rapid-fire RC-P90, she'll crush 
you if you aren't careful. The easiest way to 
defeat her is to stay on the opposite side of the 
gorge from her and stand left or right of the 
bridge. When she tries to cross over to you, she 
won't fire until she can get a straight shot, which 
means she must reach the other side. All you have to 
do is not allow her to do so. Use the AR33 to keep her 
at bay as she crosses. Once she's dead, head over and pick 
up her weapons. 

From here you'll enter the Cage, a cavernous area leading to the 
base entrance. Unfortunately, the caverns are littered with guards and 
guns. As you enter, hug the right wall and take out the guard and gun direct- 
ly ahead. Then turn the corner right and take out the two guards waiting there. Just 
past where the gun was, you'll find a path winding right and a staircase heading up. 
The Ammo Dump is just up the stairs, but so is a Drone Gun. Head right and follow 
the path around, taking out the five soldiers and then two more as you make your 
way to the top. From there, you'll have a fairly clean shot at two Drone Guns guard- 
ing the Ammo Dump. Take them out. Then prepare for the pack of soldiers that 
approach from the right, six or so in all. After you eliminate them, move in and take 
out the Ammo Dump. Shoot all the crates, 

and then turn and lead Natalya down 
the hall to the level exit. 
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Section Two: The Control Center 


Objective A 
Objective B 


Objective C 


Objective C 
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Overview 


Again with Natalya, Bond must progress through the Janus Control Center to disable 
the GoldenEye. Natalya will use her computer expertise to disrupt the Janus Network, 
while James must take out the actual machinery and hardware. There are several dan- 
gerous areas in the Control Center, Drone Guns line the halls, and traps lie every- 
where, so be careful. 


Objectives 


A. Protect Natalya 
B. Disable the GoldenEye Satellite 
C. Destroy the Armored Mainframes 


Walkthrough 


You begin the mission in a small room in the heart of the Control Center. When you 
open the door, don't run out into the hall just yet: There are a couple of guards there, 
and a Drone Gun aims at the door. Peek around the doorway, take out the Drone Gun 
in the far corner, and then the few soldiers that run toward you. Walk out the door, 
turn right, and prepare to take out another gun and four more soldiers. Stand along 
the right wall when going for the gun. Then take out the soldiers as they pour 
in from the right. 

Once that's done, head straight to where the second gun was 
and turn left into the entrance hall for the first Blast Door. Natalya 
will open the door and allow you access to the second floor. On 
floor two, take out the two guards toward the center section of 

the balcony; then head to either end. 
You should have found some Remote Mines on floor 
one. Use one on each of the Mainframes, at either end. 


ON 


d 2 "т You can also use grenades, if you have any, but throw 


them so they don't bounce back at you. 
Once both Mainframes are out of commission, head 
downstairs and over to the main terminal in the computer 
room. Natalya will attempt to reroute the GoldenEye Satellite. 
This is probably one of the hardest parts of the game: You must 
protect Natalya as she works. 
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Soldiers pour through the four entrances to 
the computer room to kill you both. You 
must eliminate any soldier who enters the 
room before he has a chance to kill Natalya. If you can 
do so, shell reroute the GoldenEye into a self-destructive 
plunge into the earth’s atmosphere. 

After sending her away, you now must destroy the two nearby 
Mainframes behind the main terminal area. Just past the right-hand 
Mainframe is the entrance to a small room. Inside the small room two more 
soldiers and a Mainframe wait to be eliminated. Use a grenade or mine for this. 
Then head back through the doorway to the main control area. 

Another door lies left of the small room and the Mainframes. Open it and 
wait. There are two Drone guns and several soldiers just beyond the door. Using 
the doorway for cover, clear the hall, concentrating on the guns first, and then 
the soldiers. On the last platform you find another Mainframe. Quickly dispatch it 
and return to the main control area. 

Now backtrack to the first Blast Door and head through the room to the doorway 
at the end. Turn right and proceed down the hall. As you approach the staircase at 
the end, take out the two soldiers at the foot of the stairs. Then run down into the 
little room and hide behind the corner facing up the stairs. Wait in ambush as a pair 
of soldiers enters the hall from the entrance on the left, just past the stairs. 

If they don’t come, head to the entrance, turn left, and take out the guards hiding 
near the crates, using the entrance wall as a shield. Proceed into that hall, past the 
crates. Head toward the donut-shaped room. Four guards await you as you proceed 
down the hall, so use the crates for cover as you quickly take them out. Enter the 
donut-shaped room, and continue along the left wall to the door at the other side. 
Open it, and take out the three guards standing there. Then turn right and sidestep 
into the little room. 

Take out the guard approaching from the far end of the room; then turn and go 
through the doorway behind you. Just past the door, you'll see a soldier standing next 
to the crates. Give him a head shot, go out, and turn right past the crate. On the left 
lies another crate, and a soldier just beyond. Wait. Then, as he runs into your line of 
fire, let him have it. This may attract two other guards standing by the wall to the far 
left of the first stack of crates. With them out of the way, go to the opposite end of 
the room. 

This room is tough, but some careful stepping and good aim allow you to advance. 
Trevelyan stands at the other end of the room. He'll flee down an elevator before you can 
get him. Turn and head back across the warehouse room into the level exit at the end. 
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Section Three: The Water Caverns 


Objective E 


Objective C 


Objective B 
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Overview 


Alec Trevelyan has lost control of GoldenEye, but that doesn't mean he's given up. To 
stop him, Bond must enter the Water Caverns and disable the water pumps so the 
US Marines can assist him in stopping the former 006. 


Objectives 


A. Destroy the Inlet Pump controls 

B. Destroy the Outlet Pump controls 
C. Destroy the Master Controls console 
D. Use the radio to contact Jack Wade 
E. Minimize Scientist casualties 
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Walkthrough 


"The Water Caverns" features some of 
the game's toughest soldiers, so 
take your time and proceed 
carefully through the winding halls. 
As you begin the section, you'll imme- 
diately find Trevelyan, who beats a 
hasty retreat. 

Don't worry about him just yet. It's the 
guards who pose a threat here. Take them out 
and continue through the halls, clearing small 
sections at a time. Soon youll reach some stairs 
down left. This room is where you'll find the Inlet Pump 
controls. 

First, though, take out the sentry to your immediate right. A 
bit farther over you'll find the first console, which can be destroyed with your 
weaponry. If you have any explosives, they work well here. Be very careful not to 
shoot the innocent Scientist who runs here. He'll panic and run around the room 
before eventually taking off. Now, continue to the right corner and walk down the 
hall, stopping before you reach the left turn. Peer out around the corner, and you'll 
see the next guard to eliminate. 

When he's finished, continue into the chamber to find the next Inlet Pump con- 
trol console. Again, be sure not to hit the Scientist here. Then destroy the controls 
against the far wall, past the stairs. 
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With Objective A complete, climb the stirs and turn left. This leads to a winding 
circular walkway. Make your way up. Beware of more enemies here. 

At the top you'll pass through two more doors and enter a large room with more 
soldiers. If you can, use the crates for cover and continue to the door on the opposite 
side of the room. Exiting into the next hallway, you'll find even more guards. 

You should be a pro at this by now. Simply continue using the crates for cover 
and proceed down the hall. Ignore the stairs to your right, for now. After a fairly long 
trek you'll reach a doorway to your right. Enter, continue into the next room, and 
immediately turn right to target the gun turret and soldiers who flank it. After you've 
cleared the room, climb the stairs on the other side to a chamber with yet more ene- 
mies. 

Here you must destroy the Outlet Pump control console and collect Code Card A 
from enemy corpses. Return up the stairs and cross the room, exiting the doors you 
originally entered. Outside, head down the hallway to reach the game's next major 
area. 

After you pass the next set of stairs, you'll find two more guards at the next door- 
way. Shoot them and collect the dropped Code Card C. Beyond the door, another 
guard waits. Drop him and then concentrate on the men to your left. One of these 
holds Code Card B. 

Across the room from the entrance, you'll find a smaller section of room with 
computer equipment. There are also some explosive 
barrels here. Take care not to set them off, or 
you'll sabotage your own mission by destroying 
the radio. 

Now, clear out the soldiers posted here. Again, 
beware not to shoot the final Scientists. You'll find 
the radio to your right. Use this to call Wade and com- 
plete Objective D. Then turn left and disable the Master 
Controls among the barrels, completing Objective C. 

From here, recross the room, this time using the door to 
your left. On this path, you reach another door on your left. 
Enter and proceed. 

Here’s where you cross paths with Trevelyan again, so give 
chase. When you reach the next two doors, prepare to face two 
more turret guns. You won't catch Alec just yet, but you'll 
find the level exit past the last guard-filled room you sA 
encounter. 
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Section Four: Antenna Cradle 


Objective B Objective В 


Objective B 


Objective B 
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Overview 


Though the threat of GoldenEye finally seems neutralized, Q still suspects some- 
thing's wrong. Trevelyan's final bid to reseize control of GoldenEye involves adjusting 
the dish antenna to reprogram the satellite. Here Bond must end the threat—and the 
life—of his old friend once and for all. 


Objectives 


A. Destroy the Control Console 
B. Settle the score with Trevelyan 


Walkthrough 


You begin the final battle with Alec Trevelyan on the third level of the Cradle. From 
the level start position, turn and collect the Body Armor. Note that each of the three 
outer platforms of this level contain Body Armor, so make your way to these spots if 
you run into trouble. The guards on this level have Body Armor has as well, so they 
won't be easy marks. 

Your first goal is to head for the center of level three. Here you'll find stairs down 
to the second level. You're in a wide-open area up here, so use your Duck technique 
to reduce your chances of being hit as you make your way to the stairs. 

On the second level, head for the door ahead and left. As you open the door, pre- 
pare to blast the first turret gun, straight ahead. When you take this gun down, walk 
to the door's edge and angle yourself so you can shoot the second gun turret in the 
far left area of the room. 

With both guns removed, enter the room, close the door, and walk behind the 
machinery to your left. In the corner lies the Control Console. Use whatever weapons 
you have to destroy it and complete Objective A. 

At this point, the only thing left to do is to find and eliminate Trevelyan. This 
won't be easy. He appears randomly throughout the level. Just keep on the move and 
nail him every chance you get. After you do enough damage, Alec taunts you to fol- 
low him. Keep on his tail. When he stops, be ready for the final shoot-out. 

Here you must prove your vaunted sharpshooting abilities once and for all, so 
make every shot count. When he finally falls, the threat of GoldenEye is finally over. 

But that doesn't mean Bond's adventures are over. In fact, there are still two secret 
levels to complete, so forge ahead! 
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Teotihuacan 
Section One: Aztec Complex 
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Overview 


To assist NASA, James must infiltrate the Drax 

Corporation's complex and reprogram their shuttlecraft's 

j computers. This way, NASA can override the controls and take 
command of the vehicle. 


Objectives 


A. Reprogram the Shuttle Guidance System 
B. Launch the Shuttle 


Walkthrough 


To begin, clear the first area of the enemies stationed here. You'll find this level over- 
flows with bad guys, so you must be quick and efficient. 

Straight ahead, you'll find the door leading to the complex interior. As you pass 
through it, be ready to fight some troops, including one just on the other side of the 
door. 

When the room is clear, continue straight ahead to reach 
the Launch Center. More guards wait here, so put your skills 
to work once more and clear the room. At this point, 
activate the computer left-center of the room, 
and you'll find a secret path to the next sec- 
tion that will help you avoid guards in 
the next hallway. Be ready to face a few 
enemies in the room you appear in, 
however. From here, clear the next 
room, and exit to the right side, tak- 
ing the rightmost door. 

This route allows you to 
reach some Body Armor in 
the far corner of the map. When 
you have the Armor, turn, take the 
first left, and continue down the long 
hall. Some turrets are stationed here, 
but you're ready for them, right? 
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At the end of the hallway, you'll reach a grate panel. Stand behind the grate and 
take this opportunity to knock out the gun turrets stationed here to the right in the 
Hangar. When they're cleared, cross the hall and go through the door. 

This leads to a path of stairs. Follow them up and down. Soon you'll meet the 
metal-mouthed menace, Jaws. Jaws is a tough customer, but like Achilles, he has a 
major weakness: He can't fight effectively if you're located at an angle to him. That is, 
Jaws only attacks when you're straight ahead of him. If you stay on the move and 
take opportunities to pop him from an angle, he'll be helpless to retaliate. 

After defeating Jaws, collect the Smart Card. Prepare to face a host of enemies his 
death unleashes. Retrace your steps to the Launch Center and use the Smart Card on 
the locked door leading to the smaller section of the room. Close the door behind you 
and use the Guidance Data Patch to complete Objective A. 

Next, grab the DAT and prepare to make your way back to the Hangar. You'll face 
many guards on your trip, so prepare for the worst. In the Hangar, clear out any 
remaining enemies before walking to the far-right corner, where you must upload the 
DAT into the mainframe computer. This requires your complete attention, and you 
don't need pesky foes hovering around while you work. 

With the DAT uploaded, the countdown to launch begins. From here, walk to the 
opposite side of the Hangar and climb the ladder. At the top, use the computer ter- 
minal to open the Hangar doors. Enjoy the sight 
of a successful Shuttle Launch. With 
Objective B complete, it’s on to Egypt! 
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El-Saghira 
Section One: Egyptian Temple 


Objective A 


Basement 
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Overview 


With the game almost complete, Bond receives a challenge from the sorcerer Baron 
Samedi, who now possesses the Golden Gun. To stop him, James must enter the 
Egyptian Temple in a battle where only one man will 

survive. 


Objectives 


A. Recover the Golden Gun 
B. Defeat Baron Samedi 


Walkthrough 


From the level start 
position, youll venture 
forward through a long 
room filled with a beautiful 
pool of water, surrounded by 
stone columns. You can use 
these for cover against the two 
guards patrolling the far end of the 
room. A number of guards in this level 
constantly regenerate, so accomplish your 
goals speedily or you'll soon be overwhelmed by 
the superior forces. 

Exit the first chamber, veer right and take the right-hand hallway, which leads to 
a staircase. Take the stairs and enter the left door. This leads to the room with the 
Golden Gun. From here, you must correctly navigate the path to the encased Golden 
Gun. One wrong step along the way, and you'll be filled with more holes than a piece 
of Swiss cheese, so don't mess up! 

From the starting tile, continue thus: Walk left two tiles, forward two tiles, right 
three tiles, forward two tiles, left one tile, forward one tile, left one tile, forward two 
tiles, and finally right one tile. At this point, the case opens and the Gun is yours, 
completing your first objective. 
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This valuable, powerful weapon can defeat 
an enemy with one shot, so equip it here, and 
then enter the secret door along the left wall, slightly beyond 
where you stand. Outside the door, be on the lookout for the 
Body Armor. It will be invaluable in your 
final battle with Samedi. 
Continue along this path and you'll 
encounter Samedi for the first 
time at the end of this 
room, at the center of the six columns. 
Samedi is tough. He can withstand three 
hits from the Golden Gun, so immedi- 
ately take aim and attack. When he 
falls, you can't let up, because he isn't 
finished yet (as his laughter attests). 
Now you must return to the 
level start. Samedi waits 
there in the pool. Again, take him 
down quickly. When he falls this 
time, return to where he first 
appeared and take the left doorway. 
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This leads to a long hallway 
down which you must pass 
quickly: It's lined with gun 
turrets. If you're quick, you 
should be able to make it safely. 
At the end of this hall, turn left 
and walk ahead to the final room. 
Here you face Samedi for the third, 
and final, time. If you need extra pro- 
tection, be sure to collect the Body 
Armor from the far-right corner. 

After defeating Samedi, take a moment to 
congratulate yourself. You've beaten an extremely 
difficult game! 
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Chapter Four 


A Brief History of James Bond 
(by Anonymous) | 


"The name is Bond. James Bond.” | 


Has there been a kid, male or female, born since the early '60s who 
hasn't uttered those wordsor heard them uttered by a pal at least 
once? ; 

Spoken aloud, the phrase “Bond—James Bond" bears a raw, primal, 
almost archetypal power, an overwhelming sense of complete capa- 
bility, absolute control, boundless cultural refinement, considerable 
finesse, and towering intelligence. All these qualities can be ascribed 
to a single man. 
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A BRIEF History ОЕ JAMES BOND 


Since a British writer invented the character some 40 years ago, James Bond has 
become a pan-cultural icon, crossing boundaries of geography, language, race, religion, 
and time. It’s been estimated that over 50 percent of today’s world population knows 
and understands who James Bond is. 

The mythos has neither tarnished nor faded over the years. Unlike pre-1950s pop- 
ular heroes—Tarzan, Conan, Doc Savage, the Phantom, the Shadow, the Green Hornet, 
among many others—James Bond’s following continues to swell. The star of dozens 
of books and movies, with no end to his exploits in sight, Bond is truly a hero for 
the '90s—and beyond. 


Note = 


Over the last 40 years, Bond has faced a number of villains who 
concealed their foul deeds behind strange acronyms and innocu- 
ous-sounding credentials. Years ago, SPECTRE. tortured and tor- 
mented Bond mercilessly. The current bad guys call themselves 
the *Janus Syndicate" But, for the finest example of what seems to be a relatively 
meaningless and obscure group identification, you need look no further than ... 
“Smersh.” Stemming from the Russian “smeart spionam,” which roughly translates as 
“death to spies,” Smersh is also the Soviet Secret Service’s assassination fraternity that 
persecutes and provokes Bond in the early Ian Fleming novels. 


How the James Bond Sensation Began 
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In the 1950s, writer Ian Fleming created a fictional British Secret Service 
agent, James Bond—007. One of the few agents who possessed the lethal 
double-oh prefix, James Bond was an integral part of the British spy 
cadre holding a “licence to kill” (the spelling is likewise British). Bond 
debuted in 1953 with Casino Royale, but fandom didn’t reach the crit- 
ical pop-culture flashpoint necessary to give him icon status until 

the late ’50s. 
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A BRIEF History ОЕ JAMES BOND 


Almost as powerful an utterance as his surname is Bond's Secret Service classifica- 
tion—007, licence to kill. The 00 section of the British Secret Service embodies the 
cream of the secret agent crop. Without a doubt one of the most, if not the most, 
select intelligence agencies in the world, the 00 section includes only the select few 
operatives who've earned the right to kill in the line of duty. 

According to creator lan Fleming, Bond was the senior among fewer than half-a- 
dozen double-O secret agents. By skimming Fleming's novels, we can piece together 
what little is known of the other 00 operatives: 


т Fleming introduced Mary Goodnight in the novel On Her Majesty's Secret Service. 
Agent 006 was an ex-Royal Marine Commando. 

m Agent 008 escaped from East Berlin in the middle of Moonraker, resurfacing in 
Goldfinger as Bond's replacement should Bond fail the mission. 

ш Agent 009 showed up briefly in Thunderball. 

m Agent 0011 vanished in Singapore, never to appear again. 


This brings Fleming's 00 total—including the seemingly indestructible 007—to 
five. A comparatively large number of 00 operatives have appeared in 35 years of 
Bond cinema: 


и |n The Man with the Golden Gun, Francisco Scaramanga executed Agent 002 in 
1969 Beirut. 

и Replaced by another operative in The Living Daylights, the second 002 was taken 
prisoner during a training mission over Gibraltar. 

и Bond found 003 in the Siberian permafrost, deceased, in A View to a Kill. 

m A Russian operative executed 004 in The Living Daylights during a training mis- 
sion over Gibraltar. 

E In GoldenEye, Soviet Colonel Ourumov executes 006, Alexander Trevelyan, dur- 
ing the agent's mission to destroy a Soviet chemical weapons plant alongside 
007—or so it would seem ... 

m Agent 008 appeared in Goldfinger and The Living Daylights as Bond's replace- 
ment should he fail either mission. 

E |n Octopussy, a big-top knife-thrower executes 009 in West Berlin after the agent 
pilfers a Fabergé egg. 
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A Brier History or JAMES BOND 


In all, Ian Fleming wrote 14 James Bond novels. Fleming passed away on August 
12, 1964. Finding someone to fill his shoes was a daunting prospect. Well-known 
British author Kingsley Amis was offered the opportunity, but after drafting only a 
single Bond novel (under the pseudonym Robert Markham), Amis begged off on writ- 
ing more. 

British author John Gardner resurrected the Bond novels in 1981, and published 
a new volume nearly every year until 1996. On the release of his 14th Bond adven- 
ture, Gardner became the third author to shed the Bond mantle. 

The author of the critically acclaimed James Bond Bedside Companion, American 
writer Raymond Benson, now assumes guardianship of Fleming's expansive legacy. 
Benson's new James Bond novel will be released sometime in 1997. 


Do you know the full proper name of S.P.E.C.T.R.E., the crime syndicate (controlled by 
Ernst Stavro Blofeld) Bond routs in some Bond novels and a good number of the movies? 
The correct answer is SPecial Executive for Counterintelligence, Terrorism, Revenge, and 
Extortion. 

Why is there a period after the ‘P,’ you ask, when the ‘P’ doesn’t stand for a word? This 
has puzzled any number of Bond fans over the last 40 years. 

Because the 'P' in S.P.E.C.T.R.E. doesn't stand for a word, the periods between letters 
seem meaningless. However, the original British Cape edition of lan Fleming's Thunderball 
showed periods. They disappeared in Fleming's subsequent Bond novels, but continue to 
be found in reference texts pertaining to the realm of superspy James Bond. 


—_.. 


A BRIEF History ОЕ JAMES BOND 


The Novels 


Ian Fleming took the proper name “James Bond" from an ornithological text 
titled Birds of the West Indies, written by ... James Bond. All together, more 
than 30 novels have been written featuring the British superspy. 
Bond's adventures observe a roughly chronological order, with 
later books occasionally referring to earlier escapades. 
Suppose you get an urge to rush out to your local 
bookstore and catch up on 0075 printed-word 
exploits. Although you may read most of the novels 
in any order, Bond aficionados recommend you at 
least read From Russia, with Love before reading 
Dr. No. Insiders also would suggest you read 
Thunderball, On Her Majestys Secret 
Service, You Only Live Twice, and The 
Man with the Golden Gun in sequence for max- 
imum enjoyment. They form more of a relaxed 
continuity than the other Bond fiction. 


lan Fleming wrote 14 Bond novels in the 50s and ’60s. Kingsley Amis took a single stab 
at it in 1968. British author John Gardner accepted the Bond torch years after Fleming's 
passing in 1964, and continued in his stead, ushering 007 fiction into the 1980s and ’90s. 

Recently, after 14 novels of his own, Gardner handed the franchise to computer game 
designer and mega-Bond fan, Raymond Benson, who'll try his hand at crafting the Bond 
mythos. 
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А BnikF History OF JAMES BOND 


Bond Novel Author 


Casino Royale Ian Fleming 
Live And Let Die Ian Fleming 
Moonraker Ian Fleming 
Diamonds Are Forever Ian Fleming 
From Russia, with Love Ian Fleming 
Dr. No Ian Fleming 
Goldfinger Ian Fleming 
For Your Eyes Only Ian Fleming 
Thunderball Ian Fleming 
(based on a treatment by Kevin McClory, Jack Wittingham, and lan Fleming) 
The Spy Who Loved Me Ian Fleming 
On Her Majesty's Secret Service Ian Fleming 
You Only Live Twice Ian Fleming 


*007 in New York" (short story) Ian Fleming 


(appears only in American editions of Fleming’s Thrilling Cities) 
The Man with the Golden Gun Ian Fleming 


Octopussy and the Living Daylights lan Fleming 


Year of Publication 
1953 
1954 
1955 
1956 
1957 
1958 
1959 
1960 
1961 


1962 
1963 
1964 
1964 


1965 
1966 


(certain editions are titled simply Octopussy, and often contain a third short story, “The Property of a Lady”) 


1968 


1977 (film adaptation) 
1979 (film adaptation) 
1981 
1982 


Colonel Sun Kingsley Amis 
(pseudonym Robert Markham) 

The Spy Who Loved Me Chris Wood 

Moonraker Chris Wood 

Licence Renewed John Gardner 

For Special Services John Gardner 

Icebreaker John Gardner 


1983 
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Role of Honour John Gardner 1984 

Nobody Lives Forever John Gardner 1986 

No Deals, Mr. Bond John Gardner 1987 

Scorpius John Gardner 1988 

Win, Lose or Die John Gardner 1989 

Brokenclaw John Gardner 1990 

Licence to Kill John Gardner 1990 (film adaptation) 
The Man from Barbarossa John Gardner 1991 

Death Is Forever John Gardner 1992 

Never Send Flowers John Gardner 1993 

SeaFire John Gardner 1994 

GoldenEye John Gardner 1995 (The film adaptation) 
Cold (US. title: Cold Fall) John Gardner 1996 


“Blast from the Past" (short story) Raymond Benson 1997 
(published in the January 1997 issue of Playboy magazine) 


Zero Minus Ten Raymond Benson 1997 
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A BRIEF History or JAMES BOND 


The Films 


James Bond first appeared on the silver screen in 1962. Dr. No, starring Sean Connery 
as 007, introduced the world to the British superspy. Over the next 35 years, four more 
actors would portray 007 in 17 officially sanctioned Bond films, all produced by 
Albert “Cubby” Broccoli. 

Two unofficial Bond films were also produced. The first was an unfunnyspoof of 
Casino Royale, starring a very young Woody Allen and the very good, but woefully 
miscast, British actor David Niven. The second non-Broccoli Bond film was a very 
good remake of Thunderball titled Never Say Never Again, which marked Sean 
Connery’s triumphant return to the role that made him the kind of Famous most of 
us can’t begin to imagine. 


Bond Film Bond Year of Release 
Casino Royale Barry Nelson 1954 

(The CBS “Climax” anthology series premiered this American television adaptation on October 21, 1954) 
Dr. No Sean Connery 1962 

From Russia, with Love Sean Connery 1963 

Goldfinger Sean Connery 1964 

Thunderball Sean Connery 1965 

You Only Live Twice Sean Connery 1967 

Casino Royale David Niven 1967 (a parody) 

On Her Majesty’s Secret Service George Lazenby 1969 

Diamonds are Forever Sean Connery 1971 

Live and Let Die Roger Moore 1973 

The Man with the Golden Gun Roger Moore 1974 

The Spy Who Loved Me Roger Moore 1977 
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Moonraker Roger Moore 1979 
For Your Eyes Only Roger Moore 1981 
Octopussy Roger Moore 1983 
Never Say Never Again Sean Connery 1983 
(a remake of Thunderball) 

A View to a Kill Roger Moore 1985 
The Living Daylights Timothy Dalton 1987 
Licence to Kill Timothy Dalton 1989 
GoldenEye Pierce Brosnan 1995 


Hollywood veteran Roger Spottiswoode is directing the 18th Bond film, 
Tomorrow Never Dies, with Pierce Brosnan as Bond. The production, scripted by 


Bruce Feirstein, began filming on location 
in Europe, Florida, Mexico, and 
Southeast Asia on April 1, 1997. The 
villain is stage and screen ace, 
Jonathan Pryce (whose work includes 
roles in Brazil, Glengarry Glenn Ross, 
Jumping Jack Flash, and the Broadway stage 
production, “Miss Shanghai”). 
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A BRIEF History OF JAMES BOND 


Perhaps you've wondered just what, exactly, that thing is pointing at James during the 
opening credits of many Bond films. A spyglass? A scope of some sort? 

You may have noticed the swirl pattern on the mysterious object. Perhaps it's a the 
iris of a camera—a spy camera, right? Whatever it is, judging by the blood dripping down 
the screen, James shoots it up real good. 

But the truth is you're looking down the inside of a rifle barrel. That swirl pattern is 
called “rifling.” It puts a wicked spin on a bullet as it leaves the chamber of any firearm. 

Maurice Binder provided the design genius behind most of the Bond films' opening 
credits sequences. Binder recalled that, back when the producers were filming Dr.No, h 
was forced to design the gun-barrel opening sequence very quickly: He had a meeting 
with the producers in less than half an hour, and was in a bit of a hurry. 

Binder used a real gun barrel to film the sequence with Connery double Bob 
Simmons. A shop in London's Piccadilly Square loaned Binder the gun, and he simply 
opened the barrel so the cameraman could set up the shot. 

The gun-barrel opening was filmed six more times over the next 30 years. 


Ф 


Bond Film Bond Year of Release 
Thunderball Sean Connery 1965 

(to accommodate the Scope format) 

On Her Majesty Secret Service George Lazenby 1967 

Live and Let Die Roger Moore 1973 

The Spy Who Loved Me Roger Moore 1977 

(to accommodate the Scope format) 

The Living Daylights Timothy Dalton 1987 

GoldenEye Pierce Brosnan 1995 


The year 1995 marked the first time in Bond film history that the gun barrel was a 
computer-generated image (ССІ). Daniel Kleinman had assumed the mantle of design- 
ing GoldenEye's opening credits sequence. Maurice Binder had passed away. 


A BRIEF History or JAMES BOND 


The Actors 


Sean Connery was the first, and many would argue very strongly, the best, James 
Bond. A relative unknown, with Dr. No the handsome, debonair Connery burst on 
the Hollywood scene. 

In the minds of many 007 fans (myself included), Connery is the one true Bond, 
the only Bond, and all who've come after are naught but insubstantial shadows of the 
Man Who Will Always Be Bond. 

Since Connery walked away from the franchise in the early 1970s after six Bond 
films (and, later, an unofficial seventh), there have been four other officially sanc- 
tioned, endorsed, approved, and otherwise authorized Bonds. 

Timothy Dalton starred as James in two, actually rather good, Bond films, while 
the hapless George Lazenby starred as 007 in just one Bond film. Roger Moore starred 
as the British superspy in officially sanctioned Bond films a whopping seven times. 
The current Bond, Pierce Brosnan, has made a great start to his reign in the center 
seat of the Bond franchise with one excellent 007 film finished, and another on the 
way. 

A fascinating tidbit of Bond folklore has it that lan Fleming wanted Jimmy 
Stewart to portray Bond in Dr. No. That paints quite an interesting picture, doesn't it? 
Mr. Smith Goes to Russia, with Love, or It's a Wonderful Gun, or even Dr. Harvey. 

It boggles the mind to think what might've happened had “Jimmy” Bond come 
face-to-face with Holly Goodhead or Pussy Galore. 

It's true that at one time Ian Fleming had a roster of actors he considered appro- 
priate for the role of James Bond, and it's also true that this list included a "James 
Stewart.” However, this James Stewart was not the beloved American actor from The 
Grapes of Wrath, Rear Window, and Vertigo. This James Stewart was a young British 
thespian who went on to Hollywood fame and fortune starring in his own films 
under his stage name—Stewart Granger. 


Note - 


Do you recognize these names: Robert Campbell, Hans DeVries, John 
Richardson, Anthony Rogers? No? The October 11, 1968 issue of Life 
magazine featured these actors in a photo-essay titled “Who Would 
You Pick to Be the Next James Bond?" They were four of the five final- 
ists up for the coveted role. So who got the nod? Fifth finalist George 
Lazenby. 
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A BRIEF History or JAMES BOND 


Bond Actor Birthday 

Roger Moore October 14, 1927 
Sean Connery August 25, 1930 
George Lazenby September 5, 1939 
Timothy Dalton March 21, 1946 
Pierce Brosnan May 16, 1953 


Note 


Can you name the actor who’s appeared in more Bond films than 
anyone else? You might guess, quite reasonably, Sean Connery or 
Roger Moore, depending on official vs. unofficial status. 


But you'd be wrong, It's actually ... Desmond Llewelyn! 

Llewelyn is the distinguished British stage and screen actor 
who has characterized the slightly daft, but unquestionably 
genius, inventor of the infamous 007 gadgets—Q—in no fewer 


than 15 Bond films over the last 35 years! 


For the record, Q's “real” name is Major Boothroyd. 


"Shaken, not stirred." 


James Bond's universe hasn't been free of its internal 


conflicts, however. A case in point: 

Does a musical phrase exist that's better known than Ҹ 
the James Bond theme? It doesn't seem likely. So it would 
seem equally obvious that something as recognizable as the 
Bond theme would have a clearly delineated musical birthright. 
Well, that's not altogether true .... 

The Bond theme was composed for Dr. No by either John Barry 
or Monty Norman ... or perhaps by both—and after all this time, 
there's still no official ruling. 


A Brier History or JAMES BOND 


Composer Monty Norman drafted the first version of the 
Bond theme. But Bond lore asserts the producers of Dr. No were 
unhappy with it, and brought John Barry in to arrange the piece. 
The resulting arrangement bears little resemblance to Norman’s orig- 
inal composition. 

The truth takes the story from slightly interesting to fairly amazing. John 
Barry, basing his adaptation of the Bond theme on one of his earlier pieces, “Bea’s 
Knees,” rearranged Monty Norman’s composition without ever once viewing Dr. No. 
A feat of that magnitude is unheard of, considering the universal identification of the 
melody with James Bond. 

A number of people who were there at the time assert that Barry scrapped 
Norman’s entire score and wrote his version of the Bond theme with no outside influ- 
ences. Others report that Norman was actually in control of the final composition. No 
one agrees which composer actually created the piece. Neither Norman nor Barry 
were willing to lay the debate to rest: There were too many hurt feelings. 

The “illegitimate” little score ended in Dr. No, and has appeared in every offi- 
cially sanctioned Bond film since as the Bond theme. Amazingly enough, John Barry 
was never recognized for his astonishing accomplishment (beyond the written lore of 
Bond fandom). Contractual obligations ensure that Monty Norman will get the cred- 
it in perpetuity. 

Those curious about the Bond theme that never was can find Monty Norman’s 
original composition on the Dr. No soundtrack—it’s track 17. 
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A BRIEF History oF JAMES BOND 


Awards and Honors 


The Bond films have received only nine Oscar nominations over the years, four in 
musical categories and five in technical. Only twice, however, did the nominations 
yield an award: 


Bond Film Award Category Nomination Year 
Goldfinger Best Sound Effects 1964 
Thunderball Best Visual Effects 1965 


The remaining seven nominations were: 


Bond Film Lost the Award to ... Award Category Nomination Year 
Diamonds Are Forever Fiddler on the Roof Best Sound 1971 
Live and Let Die “The Way We Were” Best Original Song 1973 
The Spy Who Loved Me Star Wars Best Set Direction 1977 
The Spy Who Loved Me Star Wars Best Original Score 1977 
The Spy Who Loved Me “You Light Up My Life” Best Original Song 1977 
Moonraker Star Trek: The Motion Picture Best Visual Effects 1979 
For Your Eyes Only “The Best that You Can Do” Best Original Song 1981 


Only the Hollywood Foreign Press 

Association, which bestows the Golden 

Globe Awards upon worthy television and 

film nominees every spring, has treated the Bond 

films with more disregard. In 35 years, the Bond films 
have received only two Golden Globe nominations: 


BRIEF His OF JAMES BOND 


Bond Nominee Golden Globe Category Nomination Year 
George Lazenby Best Newcomer 1969 
The Spy Who Loved Me Best Score 1977 


However, Roger Moore (the official Bond at the time) presented Cubby Broccoli with 
the Irving G. Thalberg Memorial Award during the 1982 Academy Awards ceremony in 
Los Angeles. The honor was conferred on the 
Bond producer in recognition of Cubby's 
impressive body of work, including a 
lengthy filmmaking legacy beyond 
just the Bond films. Other recipients of 
the Thalberg Award include such lumi- 
nous Hollywood royalty as Steven 
Spielberg and Saul Zaentz. Broccoli later 
received a Lifetime Achievement Award from 
the British Academy of Film and Theatre Arts. The 
UK tribute was presented to Broccoli in 1989 by that 
year’s Bond, Timothy Dalton. 

In 1996, the Blockbuster Entertainment Awards 
gave Pierce Brosnan the honor of a win in the “Best 
Action Actor” category. 
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essful film franchise in American history again exploded onto the 
as Pierce Brosnan assumed the role of the legendary British Secret 
Service agent, 

Again the Bond film expert, producer Albert “Cubby” Broccoli, went to the well 
and brought forth to legions of loyal (and patient) fans a new Bond, and a new Bond 
adventure. Brosnan is an excellent Bond, striking the perfect balance of civilization, 
derision, and sheer, cold-blooded cruelty. 

The ever-reliable Martin Campbell (who directed the futuristic No Escape, star- 
ring Ray Liotta) directed GoldenEye from a crackling good screenplay by Jeffrey Caine 
and Michael France. 

Much has changed in Bond's world. The Soviet Union is no more, collapsing 
under the weight of its own oppression. It's a whole new world, and capitalism, not 
communism, is the dominant philosophy. The corporate complex has replaced the 
military-industrial complex. The Cold War is over, but the warriors still exist—and 
they remember past transgressions quite clearly. 

Many years ago, agents 007 and 006 (Sean Bean, of Patriot Games and Stormy 


A Brier History or JAMES BOND 


Monday) infiltrated a Soviet chemical weapons plant intent 
on destroying the facility. Events took a nasty turn when 
Soviet sentinels captured and executed him. 

GoldenEye jumps to the present day. Bond faces a 
new war, on the home front. The new M is a 
woman—who regards James Bond only with con- 
tempt. 

But this is still a world that needs an 
agent like James Bond, and a threat will always 
arise that only he can handle. 
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Chapter Five 
Game Secrets 


Cheat Options 


GoldenEye contains a number of hidden cheat options. To enable 
the various cheats on the Cheat Menu, perform the following: 


Paintball Mode: In Mission One, Section One, complete the level in 
Secret Agent Mode in under 2 minutes 40 seconds. 


Invincibility: In Mission One, Section Two, complete the level in 00 
Agent Mode in under 2 minutes 5 seconds. 


DK Mode: In Mission One, Section Three, complete the level in 
Agent Mode in under 5 minutes. 


2 x Grenade Launcher. In Mission Two, Section One, complete the 
level in Secret Agent Mode in under 3 minutes 30 seconds. 


2 x Rocket Launcher. In Mission Two, Section Two, complete the 
level in 00 Agent Mode in under 4 minutes. 
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GAME Basics 


Turbo Mode: In Mission Three, Section One, complete the level in Agent Mode in 
under 3 minutes. 


No Radar Mode: In Mission Four, Section One, complete the level in Secret Agent 
Mode in under 4 minutes 30 seconds. 


Tiny Bond Mode: In Mission Five, Section One, complete the level in 00 Agent Mode 
in under 4 minutes 15 seconds. 


2 x Throwing Knives: In Mission Five, Section Two, complete the level in Agent Mode 
in under 1 minute 30 seconds. 


Fast Animation Mode: In Mission Six, Section One, complete the level in Secret Agent 
Mode in under 3 minutes and 15 seconds. 


Invisibility Mode: In Mission Six, Section Two, complete the level in 00 Agent Mode 
in under 1 minute 20 seconds. 


Enemy Rockets: In Mission Six, Section Three, complete the level in Agent Mode in 
under 1 minute 45 seconds. 


Slow Animation Mode: In Mission Six, Section Four, complete 
the level in Secret Agent Mode in under 1 minute 30 
seconds. 


Silver PP7: In Mission Six, Section Five, 
complete the level in 00 Agent Mode in 
under 5 minutes 25 seconds. 


2 x Hunting Knives: In Mission Seven, 
Section One, complete the level in 
Agent Mode in under 3 minutes 
45 seconds. 


Infinite Ammo Mode: In Mission Seven, 
Section Two, complete the level in Secret 
Agent Mode in under 10 minutes. 


GAME Basics 


2 X RC-P90s: In Mission Seven, Section Three, 
complete the level in 00 Agent Mode in under 
9 minutes 30 seconds. 


Gold PP7: In Mission Seven, Section Four, complete 
the level in Agent Mode in under 2 minutes 15 seconds. 


Cougar Magnum: In Mission Seven, Section Four, complete the 
level in Agent Mode in over 2 minutes 15 seconds. 


2 X Lasers: In Mission Eight, Section One, complete the level in Secret Agent 
Mode in under 9 minutes. 


All Guns: In Mission Nine, Section One, complete the level in 00 Agent Mode in 
under 6 minutes. 


Golden Gun: In Mission Nine, Section One, complete the level in 00 Agent Mode in 
over 6 minutes. 


007 Mode: Completing Missions One through Nine in 00 Agent Mode, allows you 
access to a level editor option, where you can alter game variables. 
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Hidden Levels 


To play Aztec Complex (Mission Eight, 
Section One), complete the game in Secret 
Agent Mode. 


To play Egyptian Temple (Mission Nine, Section 
One), complete the game in 00 Agent Mode. 
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